PLAYER PATRON 


Your warlock falls to their knees and looks up at the sky 
in desperation, invoking the name of their patron. They 
take a deep breath and call out for... you. Like, literally, 
you. You there at the table reading this. You are the 
Sreat and powerful extradimensional being that gives 
this adventurer their power. You are the one controlling 
this warlock and deciding their fate, and you are going 
to use your meta gaming knowledge to ensure that they 
get only the best abilities! 


YOUR FAVOURITE SPELL 


1st-level Player Patron feature 


“Hey DM, instead of Burning Hands, can I give my 
warlock Cure Wounds? Wait, why not? Yeah, I know it’s 
not on my subclass’ expanded spells list, but it makes 
sense for my character’s backstory! Wait, what do you 
mean I don’t et those spells for free? You mean I only 
Set to choose from them? Well that sucks! 


Your Player gives you access to an extra spell, that they 
themself selected specifically for you. At 1st level, select 
three 1st level spells that can be from any class list. 
Your DM can then choose one spell from those three for 
you to gain as a known spell. The spell counts as a 
warlock spell for you, but it doesn’t count against the 
number of warlock spells you know. Each time your 
spell slots increase in level, you can select another three 
spells for your DM to choose from for you to learn. The 
spells you select can be any level you have the ability to 
cast. 


FUDGING ROLLS 


1st-level Player Patron feature 


“I cast Eldritch Blast! Okay, for my first attack roll, I 
rolled a... um, er... a 19! What?! No, I didn’t fudge the 
roll! I totally rolled a 19! See?! No, it is not cocked! No, 
I’m not rolling again! This is ridiculous. 


Your Player can use their control of your fate to 
influence your luck. When you roll a d20, you can flip 
the d20 to its opposite face. For example, if you were to 
roll a 2, you can flip the die to an 19. The opposite sides 
of a d20 when added together always equal 21. You can 
use this feature a number of times equal to your 
Charisma modifier, and you regain all expended uses 
when you finish a long rest. 


PLAYER’S DREAM 
6th-level Player Patron feature 


“You're telling me I only have two spell slots? I know all 
these spells and I can only cast them twice?! Yes, I know 
I get them back on a short rest! I thought warlocks were 
casters! How am I even supposed to do magic without 
spell slots? What do you mean “invocations”?! I’ve only 
Sot three of them!” 


You Player’s dream comes true, and they give you the 
one thing that all warlocks have always wanted. When 
you complete a long rest, you can choose to gain an 
additional pact magic spell slot or an additional 
invocation. The additional spell slot you gain works the 
same as your other spell slots, except you do not regain 
it when you complete a short rest. You regain this spell 
slot when you complete a long rest and choose that 
option again. The invocation cannot have any spell or 
boon prerequisites, but can have a level prerequisite, 
which you must meet to choose it. 


FUDGING THE DM 
10th-level Player Patron feature 


“What's that? You saved against my spell? Yeah, I don’t 
think so...” 


You can now use your Fudging Rolls feature when your 
DM rolls a d20. Once you use this feature, you can’t use 
it again until you finish a long rest. 


YoOuR FAVOURITE SPELL 
PART 2: ELDRITCH BOOGALOO 


14th-level Player Patron feature 


“Okay, I think I get the whole pact magic thing now. 
Max level and short rests; got it. But why does Mike still 
get to know a bunch more spells than Ido? AND he gets 
more 6th and 7th level spell slots! I only have the one! 
I’m playing a sorcerer next time...” 


You can now use either your 6th level Mystic Arcanum 
feature or your 7th level Mystic Arcanum feature one 
additional time. Once you use this feature, you can’t use 
it again until you finish a long rest. 


Additionally, you can choose two arcanum spells for 
your 6th level Mystic Arcanum and 7th level Mystic 
Arcanum features instead of one. 
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ROLEPLAYING YOURSELF 
Eldritch patrons take many forms, but none of them are so 
direct and casual as you are. Obviously the DM is in control 
of how and when a warlock’s patron will commune with 
them. But when they do speak, it is to you that they are 
directly speaking to. 


“Oh Chad The All-Knowing One, guide me in my quest and 
show us the way!” 

“Dude, there is literally a trapdoor right beneath you. | saw it on 
the DM’s notes” 


Consider how you would communicate with your warlock. 
You might come to them as a voice from the heavens, like 
Chad. You may just appear in front of them in the tavern, 
looking exactly as you do now. This could involve you picking 
up your minifigure and speaking to it face-to-face while your 
DM puppets it. Or maybe you just send it a message in the 
group chat. The possibilities are endless. 


PACT OF THE SYMBOL 
STONES 


3rd-level Warlock feature 
When you choose your Pact Boon feature, the following 
option is available to you. 


“Why would I want a sword? I’m a spellcaster. The book 
is cool, but it doesn’t give me any extra spell slots. 
Usually I'd say yes to a familiar, but I played a 
Beastmaster last campaign and companions use up 
your bonus action. A necklace?! As if! Can’t I just have 
something that helps me with my rolls and makes me 
good at stuff? Hey, how about instead of a boon, I just 
get the Lucky feat? No?! Why not?!” 


You gain a little velvet pouch that contains a few small, 
marble sized stones. These stones have been chipped 
down and sanded smooth, and they have multiple flat 
sides with bizarre eldritch symbols on them. Asa 
reaction when you make an ability check or saving 
throw, you can reach into the pouch, grab a twenty-sided 
stone, and throw it as hard as you can. You gain a bonus 
to that ability check or saving throw equal to your 
Charisma modifier. You can also use a bonus action to 
throw a stone to give yourself proficiency in one tool or 
language of your choice. This proficiency lasts for an 
hour. You have a number of symbol stones in your 
pouch equal to your Charisma modifier, and your pouch 
replenishes all of its stones when you complete a long 
rest. 
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THROWING YOUR SYMBOL STONES 

When you throw your symbol stones, consider where you 

might throw them and what you’ re trying to accomplish. 


Gaining a bonus to a saving throw? Throw it at the trap that’s 
going off or at the person that’s casting the spell on you. 


Gaining a bonus to an ability check? Hurl it at the fence 
you’re trying to jump over, as you make your athletics check. 
Pitch it into the antique vase you're trying to investigate. 
What do you throw a stone at when you’re trying to recall 
knowledge as a history check? | don’t know! Get creative! 


Gaining proficiency in a set of tools? Fling it directing into 
the tools at point-blank range. Sure, it might put a hole 
through the parchment in your cartography kit or shatter the 
mirror in your thieves’ tools, but if you don’t do it, it’s not 
like you can use them anyway! 


Gaining proficiency in a language? Chuck it directly at the 
book you’re trying to read, or the person you're trying to talk 
to. Would this anger them? Yeah, probably! But at least now 
you can understand them while they’re cursing you out. 
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ELDRITCH INVOCATIONS 


When you choose eldritch invocations, you have access 
to these additional options 


THE Dé 


Prerequisites: 5th level, Pact of the Symbol Stones, 
hex spell 


The symbol stones in your pouch now include six-sided 
stones, which effects your ability to curse your enemies. 
When you roll a 1 on a d6 to determine the damage of 
the hex spell, you can reroll the die and you must use 
the new roll. 


THE D8 


Prerequisites: Pact of the Symbol Stones 


The symbol stones in your pouch now include eight- 
sided stones, which effects your health and vitality. 
When you roll a hit die to regain hit points, you gain a 
number of temporary hit points equal to your 
Constitution modifier for each hit die you roll. These 
temporary hit points last until your next short rest. 


THE D10 


Prerequisites: 7th level, Pact of the Symbol Stones, 
eldritch blast cantrip 


The symbol stones in your pouch now include ten-sided 
stones, which effects the accuracy of your most 
powerful spell. Once per turn when you make an attack 
roll for the e/dritch blast cantrip and miss, you can reroll 
that attack roll. 


THE D12 
Prerequisites: 12th level, Pact of the Symbol Stones 


The symbol stones in your pouch now include twelve- 
sided stones, which effects your ability to better 
conserve your eldritch magic. When you cast a spell 
with a pact magic spell slot, rolla d12. Ona 12, you cast 
the spell without expending a spell slot. Once you use 
this feature, you can’t use it again until you finish a long 
rest. 


